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Anlmat]ng he ability 1o animate specific elements in a visualization s Known 10 mOsL LSCes

bt less understood is the ability to animate specific material assignments. ]‘d)!ic‘.ﬂ.t

. along using the sample file in the Visualization project, Office2.dan.
Material e
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i Figure 1 shows
ASSlgnments office2.dgn rendered;{%
Figure 2 shows a
By Ron Seydler  ireframe view.
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This exercise will
cover how 1o change (55
one of the BC =
screens in the draw-
ing into a TV set; the |8
screen image will
hecome animated.
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The [irst item of busi- | lee-Sereerws e
ness is (o create 1 e e
58 i : ;
new image for the PC Frgure ki Gﬁq voRe dug m:dered
screen, To animate
the material on the
PC monitor it is first
ez o e necessary 1o save an
Animating specific image sequence.
material assignments
For this example, |
opens the door to NeW  nvened a file
ways to present informa-  called Sydneyavi, as

: ; o supplied on the
tion both internally and g case 11 D, ino[E3

to clients. The process is  a series of TIF files,

; ) ) using Adobe
straightforward, the Premiere 6 (see
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results impressive. Figure 3), These files e — =
are numbered incre- F:gure & G_ﬂ“ ice2, dgn in cwmfmme vieu:

mentally; the material
animator will expect 1o find them this way
{zee Figure 3),

Using the first of the TIF files. | created a new Palete
and material. This prevents the possibility of inadver-
tently changing anything related to the default
workspace, which may be needed later.

1 opened the Define Materials dialog, selecting
Settings > Rendering > Define Materials
(see Figure 3)

I named the material “TV.” then wrned on Base Color {r_rf”'g .] List ﬂf TH‘ files con-
and Specular Color. leaving them set as white. This verted from AVI format.
stops the images altering to the color of the element

thev are assigned to. The next step was (o turn Cast Shadows off (this is 2 personal pref
erence. not an important step). 1 then selected the initial image using the Select button i
the lower right corner of the dialog (Figure 5). Due to the way m aterials are assigned in
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Arimating Metenal Assignr l." !

MicroStation, | selected the Flip W T — s i

(Bl EOt " Element |

option.

Finally, I clicked the Add but-
ton and then used File > Save
Palette As o call the palette TV
(Figure &)

For the next step, | @
zoomed up on one of the PC

Screens.

The Assign Materials tool is Figure 4: Opening and us:‘rtg the Deﬁne Ma.temis dialog.

now used to assign the newly YTy SRR
created material (TV) to one of the PC screens. | selected the Open
burton and double-clicked the TV.pal entry. Due to the TV material
being the only material in the palette, it is selected by default. To
assign this material to an element, click to select the element and then g
click to accept the assignment. :

In this example, it is important to be sure the highlighted element is
the screen of the monitor (represented by a green rectangle) and not
the casing of the monitor.

Next, I expanded Window 2 to Full Screen and zoomed in on the
chair and PC (Figure 7). This allowed for easy manipulation and cre-
ation of the scene, =

1 opened Window 5 (Window > Open/Close > 5). This win-
dow will be the camera window and will be setup to run the
animation. If you are working along with me, right now
would be a good time to make @

sure AccuDraw is active.

Expand Window 5 to Full Screen and select the Camera
Settings tool. You'll find this tool in the 3D View Control tool-
box.

Following the tool prompts, first click a data point in View 5.
From the Window menu select Window > Window 2 to bring -
Window 2 1o the foreground (Figures 8 and 9).

Using AccuDraw or Center Snap obuin the center of the monitor
screen (green rectangle) as the camera target point (Figure 10).

To define the camera position, snap to the top of the chair and press
“O" for AccuDraw to move its origin to that point. Set the AccuDraw
compass rotation to Front View (°F" on the keyboard) and slide the
pointer along the AccuDraw axis directed towards the PC screen.
When you have roughly gauged a position where the viewpoint
should be, click the data button. Bring Window 5 back to the fore-
ground (Window > Window 5, Figure 11).

Next, Zoom out Window 3 with a factor of 1.25 and using the scroll
bars to position the scene for a better shot.

Figure 7: 'im*mg .rbe scene _,for the mzded.-tg xbm

Now that vou have the scene and the materials set, the animation sequence can be created. Material Animation is not enough to
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To satisfy the above, a simple rectangle, turned into an actor with a straight-line path, will | Image Fiene Dacoiouon M’
e fade [0
Figure 8 Camera Settings dialog.
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Bring Window 3 to the foreground (Window > Window 3) (Figure 12). Draw a small rectangle |
above the office elements and then draw a line leading from the rectangle for a shont distance.

Create an actor out of the rectangle using the default settings. Select the CREATE ACTOR tool from the ANIMA- FWE&'
TION ACTORS toolbar (Figure 13). I ;

Enter a value in the Name: field (Figure 14).
Select and accept the rectangle as drawn earlier.

Telling the rectangle to follow the line is simple; select the Define Actor Path tool from the Animation Actors
ioolbar (Figure 13).

Double-click on the actor name as entered previously, snap to the end of the line (on the end fanthes! from the | IComerasettogs
rectangle) and accept. The Define Actor Path dialog appears; all that needs 1o be done here (for this situa- Figure 9: Select Windomy
tion} is 1o set the End Frame: value to “100" (Figure 16).

To animate the material settings, click the Animate Material Settings tool in the Animation Settings toolbox (Figure 17). Select TV from
the material list and change the Setting to Pattern Map Increment,

The Frame Number can be left at zero (the material animation will start at the beginning of the animation) and the Pattern Map
increment changed to 5. The pattern will cycle through the TIF files, incrementing the file number by 5 for each frame. The reason for
this is Sydnev.avi is 204 seconds, and the 100 frames created in this example will make the movie approximately three seconds long.
If an increment value of one is used, an animated background will play at the same speed as the input sequence. Values less than one
will play slower, and values greater than one will play faster (and skip some frames in the input sequence). Increment values below
zeto cause the input sequence to play backwards.
Select and accept the green rectangle that represents the screen in Window 3.
Opening the Animation Producer dialog (Luilities > Render > Animation) shows the actor and the material animation (Figure 18).
To see the results of the animation sequence select File > Record Script from the Animation Producer dialog (Figure 193,
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Figure 10: Using AccuDraw to position the camera and the resulting view.
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Fignre 11:View mampu.l‘a.rm‘ for a nicer scene,
showwing new TV malerial, on the PC Screen.
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Figure 16: Enter "100" as the
End Frame value.

Figure 13: Create Actor toolbar

and dialog. Figure 15: Define Actor Path fool-
bar and dialog.
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Fig!fat- 17 Aniumre Material Settings tool-
bar and dialog
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Be sure to set the View to 5 and have Clear Pattern/Bump Maps Between Frames checked ON. | e e = |
: g 2 o T RO R A . e I Ciear Pt M Petteetn | . ]
Failing to switch the latter option 10 ON will cause all the materials used by the animation (100 TIF || == H
files) 1o be loaded inio RAM. A]lmf-ing this process to occur wnul{.i greatly incr:u.»:.c lh.e |_}mcessing : HEAR
time to create the final animation file and may cause the PC 1o quickly run out of available memory. | 3
F 'y - i . e . |
When finished, locate the .AVT file just created and plav it back 1o view the results. 5 B e
%—-‘h
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This example is meant (o encourage vou to try greater things. The process could be used 1o show b
clients the changes in paint/brick color of a building. to gauge the reflective auributes of different _— —
B -~ - 5 s _ [T ] 3
materials in given light settings or o see what color vou would like vour roof painted this vear. = ) od [ e
| =]

Fa gure U Record
Script dialog
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